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Vocabulary is one basic component to be mastered. It is reasonably, remembering 
that the four language skills need knowledge of words because they will get nothing 
without vocabulary. The large the students master vocabulary the better they perform 
their language. This study is to measure whether there is a significant effect of 
Mobile Legends Game on the students’ vocabulary mastery the researcher used 





August 2018, in the academic year 2018/2019. The population of 
the research was Tenth grade students at SMAN 1 Cluring. They were 31 students as 
respondents of the research and taken by using cluster random sampling. The sample 
was X IPA 1 as the experimental class. The total numbers of the respondents were 31 
students. The technique of collecting data was giving a test. The tests used in this 
research is vocabulary test in the form of multiple choice. The data was analyzed by 
using t-test formula. Based on the result of the data analysis of T-test formula, it can 
be known that the result of t- test is higher than the t table. That is 7,833 > 2,048. The 
degree of freedom in the level significant is 30 the valuable of ttable is 2.048 from 
the analysis. It shows that “There is a significant effect of Mobile Legend Game on 
the vocabulary mastery of the tenth grade students at SMAN 1 Cluring in the 
2018/2019 Academic year. Based on the result, the English teachers could use 
Mobile Legends as the alternative teaching media to make students Vocabulary 
mastery. Further, students are suggested to use Mobile Legends to increase their 
vocabulary. 
 




Based on the observation in SMA N 1 Cluring it was found the major 
problem that is the student’s lack of vocabulary. When the students are asked to 
read descriptive texts, They cannot identify the specific and general information. 
They always open the dictionary to find the meaning of the word one by one. 
Further the student failed to identify the referent in descriptive texts. In short 
student have limited vocabulary consistency it disturbs the student reading 
comprehend. Those problems can be overcome by using more interesting 
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vocabulary learning media. R esearcher try to provide a new innovation by 
using online games as a medium to learn vocabulary.   
According to Wei-Meng (2011) there are some benefits of mobile 
learning such as: Relatively inexpensive opportunities, as the cost of mobile 
device are significantly less than Pc and laptop, multimedia content delivery and 
creation options. Continuous and situated learning support, Decrease in training 
cost, potentially a more rewarding learning experience. Improving levels of 
literacy, numeracy and participation in education amongst young adult. Using 
communication features of a mobile phone as part of larger learning activity, 
e.g. Sending media or text into a central portfolio, or exporting audio files from 
a learning platform to you phone. 
One of mobile learning used by student in English learning process in the 
school, is online games. Online game is an application that provides service to 
improved vocabulary. Most outstanding mobile legend game are currently 
avaliable in English. That is, you can take advantage of mobile legend game as a 
mean of learning English. 
Especially in mobile legend game you can also interact with other player 
spread throughout the world. Yes, with mobile legend game you can increase 
your skills in using your English while practicing it in conversations with other 
gamers. Playing online game can also hone our team work, when gamer explore 
dungeons is a party, of course gamers must have strong teamwork in order to 
complete the mission. For example, there must be someone in the team acting as 
a tanker,support, healer and so on. Each player must understand their respective 
roles and contribute their abilities so as not to harm other team members. 
According to Shinoda (2008) English is consisting of four skills that 
should be learned they are listening, speaking, reading, and writing. Among the 
four language skills taught in schools. Writing is most difficult skill to learn. 
English also has three language components. They are vocabulary, structure and 
pronunciation that they are also given to the students to support those language 
skills. It needs specialized skills that include the ability to express the 
researcher’s opinion or thoughts clearly and efficiently. These abilities can be 
achieved only if a learner masters some techniques of using game to vocabulary 
mastery. 
Based on the explanation above the research conduct research entitlle 
“The Effect of Mobile Legend on Vocabulary Mastery At the Tenth Year 
Student of SMAN 1 Cluring in the 2018/2019 Academic Year”, 
Students have a lack of understanding a grammar. Most of students 
cannot comprehend a grammar, so it can be an obstacle to write a sentence. 
According to Kreidler in Yuniarti (2014: 3) every language has grammatical 
system and different languages have somewhat grammatical system. For 
Indonesian students, mastering English grammar is not easy because English 
and Indonesian language have different rule of grammar. Grammar also deal 
with the form of sentences and smaller units: clauses, phrases, and words 
(Huddleston and Pullum: 2010) Learning language is impossible without 
learning the grammar of that language. According to Hartwell (2008: 109) 
Grammar is the set of formal patterns in which the words of a language are 
arranged in order to convey larger meanings. Grammar has structure to make 
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good sentence and has a meaning in order to people can understand what we 
write. 
Pardiyono (2002: 98) states that in English language, verb forms are 
divided into two groups, a regular verb and an irregular verb. In regular verbs, 
the verb changes regularly in the past tense form or the past participle. Such as, 
it is added by suffix –ed to the base form of verb. The irregular verbs do not 
have the form of fixed and do not change regularly. The irregular verbs have to 
memorize because the changes are not permanent. 
In the process of learning English, students sometimes do some 
mistakes and error. Mistakes and errors are different. Brown (2006: 257) 
said that a mistake is a performance error that is either a random guess or a slip, 
in that it is a failure to utilize a known system correctly. Then, according to 
Harmer (2007: 96), errors are mistakes which they cannot correct themselves and 
which need explanation. So, mistakes can cause by the students who cannot 
memorize well or slip of finger. Whereas errors are caused by lack of knowledge 
about the target language that makes the students cannot correct themselves. 
The problem of this research is: “How is the students’ difficulties in using 
regular and irregular verbs in Simple Past Tense of the Eighth Grade Students at 
SMP Muhammadiyah 3 Banyuwangi in the 2015/2016 Academic Year?”. Based 
on the research problem, the objective of this research is to know the difficulties 
in using regular and irregular verbs in Simple Past Tense of the Eighth Grade 
Students at SMP Muhammadiyah 3 Banyuwangi in the 2015/2016 Academic Year. 
 
B. Research Method 
1. Research Design 
The researcher uses Pre-Experimental design. The design of this 
study is experimental design because the researcher wants to measure the 
effect of mobile legend game on the studends’ vocabulary. According to 
Arikunto (2006), Experimental study is a study which aimed to know there 
is not or the effect of the variable studied. The experimental class design 
refers to the conceptual framework within which the experiment is 
conducted. The most criteria that is the design be appropriate for testing the 
particular hypothesis of the study. 
 
2. The Research Area 
The researcher will be conducted atthe tenth grade of SMA N 1 
Cluring. the location of the school is Jln. KH. Abdullah Hasbullah No. 8 Ds. 
Padang Kec. Singojuruh, SMA N 1 Cluring have 6 class  which are devided 
into 2 majors, namely,TKJ, Akutansi. In this research, the researcher used 
purposive method to determine the research area. 
 
3. The Research Respondent 
The respondents of the pre experimental class of this research are 
ditermined by using cluster random sampling by lottery since population is 
homogenous. Cluster random sampling is the technique to get the sample 
that base on the specific cluster. In this sampling technique all of individual 
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has an equal opportunity to be selected as member of the sample. one 
class are determined as the research samples. There are 3 classes of the 
tenth grade students at SMAN 1 Cluring. The total population are 90 
students. There are 2 cluster IPA and IPS, in IPA there are 2 classes. In here 
researcher used random method to choose one cluster. The researcher has 
taken 1 class of IPA 1. The number of samples are 31 students from IPA 1 
class. 
 
4. Data Collection Method 
In collecting data, it would be better to present some considerations. 
The instrumen that the researcher used to collect the data is test. The test in 
this research was used to get more vocabulary about the student’s test. The 
data in this research was collected by giving a test. Here students are asked 
to answer multipe choice test, There are score of answer. The detail of the 
score as follows. If the student answer “true” will get 4 score of the item, 
and the answer is “false” will get 0 score of the item. 
 
 Table 1. The Classsification of The Test Score 
No Sub Variable Total of 
Item 
Number of 
1 Adjective 8 3,6,9,14,16,21,24,25 
2 Noun 9 2,4,8,10,11,15,17,19,22 
3 Verb 8 1,5,7,12,13,18,20,23 
 
5. Data Analysis Method  
The collecting data will be analyzed based on the form data. It is 
described based on the fact on the student’ condition when the vocabulary 
teaching and learning process by using vocabulary test through data 
analysis by applying secret message game. This research used simple 
randomized design. It was taken from basic simple random sampling of 
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Adapted from Arikunto (2006): 
T  : test score 
Md  : Mean of differentiate (d) between pre-test and post-test 
xd  : deviation f subject (d-Md) 
∑ x
2
d  : total quadrate deviation 
 N   : total number of student db : determine by N-1 
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C. Conclusion  
Based on the research results of the data analysis that have been 
discussesed and interpreted in the previous chapter, it can be concluded that 
“there is a significant effect of mobile legend on the students vocabulary mastery 
of tenth grade students at SMAN 1 Cluring in academic year 2018/2019”. It 
was supported by data analysis with 5% significant level. The t-test result was 
7,833 and t-table was 2,048. It means that the result of t-test analysis was higher 
that t- table (7,833 > 2,048), so null hypothesis (Ho) was rejected and alternative 
hypothesis (Ha) was accepted. 
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